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A NIGHTMARE COME TRUE 


Dear Orb, 

I saw them again. Those humanoids, skulking about the 
mines I set up for them so they would circumvent my lair. I 
wretch at the idea of those pink fleshy hairless apes getting 
so much as a glance at me, and yet through prying eyes in the 
paintings I left in the halls, and through all my scrying orbs I 
littered throughout the walls I can't help but admire them 
from afar. To be formed and shaped into imperfections that 
make them so unique and multifaceted, it's bizarre to think 
that I urge to be like them in some way, I the great and 
powerful Beholder Nezmuruul to divulge in the idea to take 
the form of such lowly yet intriguing creatures. I will continue 
to study their movements through the mine's traps I have laid 
for them and document their actions for future research, 
when they have gone; or perished, will I rest easy. 

-21.10.1107 

Dear Orb, 

As expected the humanoids have perished to my pitfalls 
and minions, they are now apart of my vast collection. Once I 
am done recording their material possessions I will lock 
away the corpses for future study. A sense of glee fills me as 
my mind races at the possibilities before me. Shall I make 
one of them my thralls? Shall I harvest their bodies for 
arcane components and magics? Or will the bodies show me 
more exotic examples to fill my vast library of anatomical 
illustrations? Whatever the case may be, with these 
specimens my mind will wander and dream of a vast array of 
new ideas and wonders these bodies will provide my curious 
mind. In any case, I shall have my minions send out more 
invitations to foolish adventurers to seek a false treasure, I 
require a new crop of humanoid specimens for my research, 
but until then I will slumber. 

-23.10.1107 

Dear Orb, 

WHAT HAVE I DONE!? THIS WAS NOT WHAT I 
DESIRED FOR! GODS, IT IS HIDEOUS, GET IT OUT OF 
MY LABORATORY- 

-Scrying Orb Recordings from the Mines of Keltorah 


ADRIFT THE NEVER-ENDING WINDS 


The Binn's origins are often met with controversy and 
confusion as the most earliest documentation of their 
existence claims they are Beholderkin, creatures born of a 
Beholder's vivid dreams who longed to be humanoid. Often 
times researchers claim this theory is nonsense and that the 
home realm of the Binn, Pandemonium, is that they have 
evolved from bat like beings to ride the never ending 
turbulent winds of chaos. Some even claim that their origins 
stem from wee folk races becoming vampires and prey upon 
larger races. Whatever the case may be, Binn in any realm 
are all the same, chaotic balls of piss and vinegar, on the look 
out for their next meal Binn are small and somewhat 
physically lacking in strength, but their aerial acrobatics are 
second to none flying amongst the turbulent gales of 
Pandemonium. They fly in nomadic packs from location to 
location in search of warm fresh blood to drink from other 
creatures using their piercing gazes to restrain their victims 
in various magical debilitating ways, a form of magic that 
bolsters the Beholderkin theory of their origins. Binn will 
sometimes form societies in caves, mountainsides, and 
woods near other race's settlements and even make 
themselves known to their neighbors for trade and services 
for some coin, goods, and of course a nice warm bottle of 
blood. 


SPARE A DRINK, FRIEND? 


Binn adventurers are not uncommon, their wanderlust and 
chaotic natures are greatly used in missions of 
assassinations, distractions, and scouting by their employers. 
Binn are not so restless to never settling down and create 
friendships and homes with other races, often craving the 
attention and trust in others as the reason most Binn are 
nomadic in the first place is paranoia and fear of larger more 
intimidating races. The easiest and more common reason for 
joining a band of adventurers though? A victory meal. The 
easiest way to a Binn's heart is giving abit of the blood that 
pumps through your own, or your enemy's. 


BINN TRAITS 


A Binn's thirst for blood and life force is never ending, but 
some Binn can curb their hunger for mortal life essence 
enough to not hinder a companionship with other races. 
Besides playing nice with others may also net you a free meal. 

Ability Score Increase. Your Dexterity score increases by 
2 and your Charisma score increases by 1. 

Ability Score Decrease. Your Strength score decreased 
by 2. 

Age. Binn are childish and mischievous even in their old 
age, Binn mature at age 13 and can naturally live up to 90. 

Alignment. Orderly and lawful Binn are nonexistent. Binn 
are chaotic and will resort to any tactic to get a taste of blood 
from mortals, this thirst is burned within their nature and 
cannot be helped. Their craving for the life force of others is 
so great that Binn will also drink life of those they cherish 
and consider allies. Some Binn will call upon companions to 
have a small drink of their life force, even if most races find 
this favor ill-gotten and seeped in trickery. However the cruel 
irony of it all is by that telling mortals that the Binn wishes to 
drink of them, the Binn trusts their ally enough to tell them of 
their needs rather then just taking it by putting them to sleep 
with their hypnotic gaze or by brute force. 

Size. Binn are Small, varying from 3'4 - 4'5 feet tall 

Speed. Binn rarely walk and rather take flight as their 
primary mode of transportation. You have a base walking 
speed of 20 feet. 

Flight. Binn have webbing that form leathery wings along 
the inside of their arms and into the palms of their hands. 
You have a base flight speed of 30 feet. 

Darkvision. A Binn's large eye is seeped in necrotic 
energies and can see great distances within dark caves or 
night skies. You are able to see 60 feet within darkness. 

Sunlight Sensitivity. You have disadvantage on attack rolls 
and on Wisdom (Perception) checks that rely on sight when 
you, the target of your attack, or whatever you are trying to 
perceive is in direct sunlight. 

Blood Drink. You can manipulate the blood of the living 
into your maw by gasping for air in the direction of your 
victim, sucking the blood out of the wounds of your target. 
Once per day on a successful attack while within 60ft of your 
target, you can use a bonus action to devour the blood of your 
victim. You gain temporary hit points equal to half the 
damage delt + your Consitution modifier + your proficiency 
bonus rounded down. If you use Blood Drink on a target that 
is unconscious, paralyzed, or sleeping, you gain temporary hit 
points equal to all the damage delt + your Consitution 
modifier + your proficiency bonus. Blood Drink does not 
work on constructs, drinking the blood of any undead 
creature will poison the Binn. You may use Blood Drink again 
after a long rest. 

Languages. Binn can read, write and speak Deep Speech 
and Common. 

Subrace. Binn are creatures from the Outer Planes, each 
hailing from various subset of realms each with their own 
various differences, however the most predominant 
difference between Binn races are their different magical 
gazes. You must choose one of the following Subraces for 
your Binn character; Arcadian, Arborean, Carcerian, Grey 
Wastelander, Abyssal, Beastlander, Pandemonium, 
Ysgardian, or Limbo. 


ARCADIAN 


Arcadian Binn have the following features. 

Proficiencies. As an Arcadian Binn you are proficient in 
Acrobatics and Stealth. 

Hypnotic Gaze. Your eye is your most defining feature, it 
draws the attention of others and this is an advantage for you. 
Your gaze can hypnotize and put your victim into a deep 
slumber leaving them ripe for drinking. At third level you can 
cast the spell Sleep once per day using your Charisma 
modifier for spellcasting. You may use Hypnotic Gaze again 
after a long rest. 


ARBOREAN 


Arborean Binn have the following features. 

Proficiencies. As an Arborean Binn you are proficient in 
Persuasion and Deception. 

Charming Gaze. Your eye is your most defining feature, it 
draws the attention of others and this is an advantage for you. 
Your gaze can charm any who look upon it and place your 
victim into a more agreeable mood to follow your words with 
ease. At third level you can cast the spell Charm once per day 
using your Charisma modifier for spellcasting. You may use 
Charming Gaze again after a long rest. 


CARCERIAN 


Carcerian Binn have the following features. 

Proficiencies. As a Carcerian Binn you are proficient in 
Perception. 

Petrifying Gaze. Your eye is your most defining feature, it 


draws the attention of others and this is an advantage for you. 


Your gaze can halt and cease the body of your victim, 
petrifying the victim in place with a sturdy layer of stone. As 
an action, you can cause creatures to partially petrify. One 
creature within 30 feet of you, that can see you must succeed 
on a Constitution saving throw or their speed is reduced to 0 
until the end of your next turn. If the saving throw fails by 5 
or more, the creature is instead restrained for the duration. 
The DC for this saving throw equals 8 + your Charisma 
modifier + your proficiency bonus. You may use Petrifying 
Gaze again after a long rest. 


GREY WASTELANDER 


Grey Wastelander Binn have the following features. 

Proficiencies. As a Grey Wastelander Binn you are 
proficient in Investigation. 

Hardened Skin. Grey Wastelander Binn have much 
sturdier leathery skin granting them more natural defense. 
When calculating AC for Grey Wastelander Binn, use 12 + 
Dex. 

Hesitating Gaze. Your eye is your most defining feature, it 


draws the attention of others and this is an advantage for you. 


Your gaze can impede the victim's body from reacting quickly 
while staring into your eye. At fifth level you can cast the spell 
Slow once per day using your Charisma modifier for 
spellcasting. You may use Hesitating Gaze again after a long 
rest. 


ABYSSAL 


Abyssal Binn have the following features. 

Proficiencies. As an Abyssal Binn you are proficient in 
Intimidation. 

Hardened Skin. Abyssal Binn have much sturdier leathery 
skin granting them more natural defense. When calculating 
AC for Abyssal Binn, use 12 + Dex. 

Fearful Gaze. Your eye is your most defining feature, it 
draws the attention of others and this is an advantage for you. 
Your gaze can strike an unbridled fear into the mind of those 
who stare into your eye. At fifth level you can cast the spell 
Fear once per day using your Charisma modifier for 
spellcasting. You may use Fearful Gaze again after a long 
rest. 


BEASTLANDER 


Beastlander Binn have the following features. 

Proficiencies. As a Beastlander Binn you may choose any 
one skill to be proficient in. 

Ceasing Gaze. Your eye is your most defining feature, it 
draws the attention of others and this is an advantage for you. 
Your gaze can restrain the body of any humanoid's physical 
movement should anyone peer into your eye. At third level 
you can cast the spell Hold Person once per day using your 
Charisma modifier for spellcasting. You may use Ceasing 
Gaze again after a long rest. 


PANDEMONIUM 


Pandemonium Binn have the following features. 

Proficiencies. As a Pandemonium Binn you may choose 
any one skill to be proficient in. 

Reducing Gaze. Your eye is your most defining feature, it 
draws the attention of others and this is an advantage for you. 
Your gaze can morph the physical form of any who look upon 
your eye to shrink down in size. At third level you can cast the 
spell Enlarge/Reduce once per day using your Charisma 
modifier for spellcasting, however you are only allowed to 
apply the effects of reduction upon your target. You may use 
Reducing Gaze again after a long rest. 


YSGARDIAN 


Ysgardian Binn have the following features. 

Hardened Skin. Ysgardian Binn have much sturdier 
leathery skin granting them more natural defense. When 
calculating AC for Ysgardian Binn, use 12 + Dex. 

Blasting Gaze. Your eye can summon forth a well of 
magical energy creating a short barrage of missiles that seek 
after your target. At third level you can cast the spell Magic 
Missile once per day using your Charisma modifier for 
spellcasting. You may use Blasting Gaze again after a short or 
long rest. 


LIMBO 


Limbo Binn have the following features. 

Proficiencies. As a Limbo Binn you may choose any one 
skill to be proficient in. 

Intrusive Gaze. Your eye is your most defining feature, it 
draws the attention of others and this is an advantage for you. 
Your gaze can redirect the cognitive actions of another 
creature, willing them to act incorrectly leaving them open 
for attack. Once per day as a reaction, if one creature within 
30 feet of you that can see you performs an Attack, Move, 
Disengage, Dash, or Dodge action, they must make a 
Wisdom saving throw. On a failed save, the creature spends 
it's action doing nothing. The DC for this saving throw equals 
8 + your Charisma modifier + your proficiency bonus. You 
may use Intrusive Gaze again after a short or long rest. 
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